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□□ITOn-S NOTE 

Oh, the amounts of drool running down my lip right now. 

As you read this, it will be very, very, VERY close to 
one of the most insane moments in gaming history: two 
different systems will launch within DAYS of each other. 
That's right, Nintendo's Game Cube and Microsoft's X-Box 
will be launching during the first week in November. 
Never before have I felt so bad for anyone working in 
the gaming retail market. There were mass riots when 
the PS2 was released, lord knows what will happen 
when the parents (Game Cube) and 20-sbmethings (X- 
Box) clash in the aisles trying to find their spot in line to 
make sure they get their systems. 

This issue we'll be taking a look at the new rivalry 
that will no doubt develop over the next few months. 
With Sega now a 3rd Party Company, making games for 
everyone, Nintendo is now without a rival to call their 
own. It's always been Sega. Will that new opponent be 
Sony, or will Microsoft rumble with the Italian plumber? 
All this and more are discussed in this month's cover 

That aside, I'd love to discuss that funny little cre- 
ation known as lead-time. "Lead-time" is the measure- 
ment of time it takes for a publication to go from the 
writers (us), be created at the printing plant (them), 
and then finally shipped out to all of our faithful read- 
ers (you guys and gals). In the case of a magazine, that 
lead-time is usually two months. That's right, two 
months. The words you're reading right now were typed 
up and edited back in July/August. In a weird way, we 
have to be somewhat psychic and predict what will be 
popular or all the rage two months into the future, and 
make sure we cover it. Such is the reason for the X-Box 
Vs Game Cube article being written now. 

The same 'lead-time' applies to games that are ported 
over from Japan. Right now, the US market is craving 
the PS2 release of Final Fantasy X. The game won't be 
out here until the end of this year, or possibly even next 
year, but it's out in Japan right now and selling like 
mad. It's already hit the 1.5 Million mark in sales, with 
Square expecting it to top off around the 2.5 million. 

I've got the Import of it sitting in my desk; waiting for 
me to get back to playing it so that I can help savior 
with the maps and strategy guide we'll be doing for the 
American version. Instead of the usual one-week, we'll 
have almost half a year. It'll be nice to finally do some- 
thing with minimal stress involved. 

The other odd thing about lead-time is the prediction 
part. Thanks to the Internet, information can be distrib- 
uted almost instantaneously, but in print form it's a 
much slower process. Opinions, ideas, and predictions 
that are made on the net can be instantly changed in 
case they were wrong. In the magazine world though, 
once it's in the printer’s hands, that's it. What you say 
will always carry the possibility to haunt you for years 
to come. Back when the PlayStation was first announced 
many editors panned it, saying it'd play second fiddle to 
Nintendo and Sega. Well, we all know what happened, 
so what about this new player, Microsoft? I think I'll 
abuse my Editorship a little and make my own predic- 
tion, just to see if I can out perform those other maga- 
zine guys. 

Here's my prediction: X-box will be released, it'll be 
an instant pleaser to the crowd, and millions will wit- 
ness the PS2 suddenly cower in the shadow of Bill Gates. 
Nintendo will be content with whatever happens, know- 
ing they have a permanent hold on the children's market 
and a monopoly on the hand-held one. Come 2002, the 
ladder of companies will be Microsoft in 1st place, Sony 
in Second, and Nintendo in 3rd. There, I said it. 

Now we just sit back and wait. 

Jason Dvorak 
Dangerboy 


GameShark Magazine 
335 Clubhouse Lane 
Hunt Valley, Maryland 21031 


CodeBoy received the following letter. I have a question 
for you readers. Since when did paragraphs fall out of favor? 
Thank you and now you are fav. person working at 
GameShark! Thank you for all the GT3 A-spec codeslYou are 
the best!:)l don't think you should give any of those a-holes 
any Sonic Adv.2(DC) codes for being so mean to you!:( When 
you get the time I only ask one thing of your time, I only ask 
for a Inf health code Bloody Roar 3(PS2) only if you have 
the time.l know you can do it, because if you can't do it 
then no one can! Because you are a God among meniDon't 
let any of little s‘“ write all those bad things about you 
like that ever againl This Japanese girl knows what good 
and what's not! Codeboy is the best and if you don't leave 
him alone I'll kick your a” to the moon babyil am a master 
of Kung-Fu!Stay cool Codeboy ;)e-mail me if you think other 
wise and I'll put you on the right track! : lunaandusagi 
I see that spaces between sentences have fallen out of 
favor too. I'm sure CodeBoy can sift through that and find 
the meaty center. Right CodeBoy? 

-CodeBoy 

A question of semantics is next. It's a shame that savior 
isn't here to debate ft. 

Can you please tell me and my friend the true meaning of 
RPG? I see an RPG game as Pokemon and Earthbound, when 
the characters fight and take turns throwing their moves. 

My friend agrees with me, but adds a little something I 
don't believe: he says that RPG stands for Role Playing 
Game, and therefore says Zelda games, which I put under 
the category as Adventure/Epic are to him RPG games. I 
don't know about you, but I'm really confused. Can you 
please enlighten us on what a RPG game is and are Zelda 
games RPG games? 


RPG does technically stand for Role Playing Game, but that 
term is far too general to be used as a definition itself. 
Almost every game involves playing a role. You don't see 
too many office work simulators or go to school type 
games. The second you turn on a game you're essentially 
playing a role different than that of yourself. 

So what is a role playing game? Typically it’s a game 
where the action is muted and the game is driven by a 
(hopefullyl well-crafted story. Combat is far more strategic 
than a standard button masher, and is often turn driven, 
like you said. I would definitely say that Pokemon and 
Earthbound count as RPGs. The classic RPG example would 
be the Rnal Fantasy series. 

Personally my opinion of Zelda games, particularly those on 
the N64 console are that they're action /rpg or 
action/adventure titles. There's definite action involved, 
far beyond what is typically found in an RPG title, but 
there's also a pretty cool story going on. I think it also gets 
the RPG label because of its subject matter. Anything fan- 
tasy often gets dumped in with the RPGs, probably because 
the term RPG was coined by pen and pencil fantasy gamers, 
like the Dungeons and Dragons nerds of old. I’m allowed to 
say that, as I qualify for that title myself. 

To sum it up, both of you are right, but you're far more 
right than your friend is. 

-Wooly Doug 

And finally, our letter of the issue. It's a classic entry 
from none other than Dr. Atomic. How come all the idiots 
write him? 

hey wat i think the game is gonna b cool but do u have tto 
have part 1 saved in ur vmu to start part 2. when is it com- 
ing out cauze if u do need to have it saved . i allready beet 
it it but then i erased it well c ya e-maizle me. ok buy. 
Umm... okay. Translation please, Dr. Atomic? 

Does anyone have any idea what the hell Charline is talking 

-Dr. Atomic 



Humbly, 



System Shocked! 

Well, the drawings are in and there 
were some great ideas! In no particu- 
lar order are the systems of choice. 
The first system on the showcase 
page is Dominic Serine's "PlatForm 
1". It features both cartridge and CD 
abilities, with the possibility of being 
hooked up to two different TVs at 
once. Brandon Romack's "The 
Sphere" features some common quali- 
ties with Nintendo's Game Cube and 
Interact's portable PSone monitor. 
Lastly, Isaiah Sackenheim brings us a 
great looking portable, which takes 
references from the Game Boy 
Advance and the Atari Lynx. He even 
drew both sides of the system so they 
lined up perfectly on both sides of the 
page! Great work guys! 

Next Dangerous Design Mission: 
Design the ultimate Controller! Get 

Send your Drawings to: 
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Platform: Dreamcast 

Genre: Action 

Developer: Sega 

Publisher: Sega 


PlayStation 2 
Polyphony 


OVERALL RATING: 8.0 

Graphics: 8.0 

Sound: 8.0 

Control: 9.0 

Fresh Factor: 9.0 

Gamelife: 6.0 

lAie^LrruuiAimu; ■jdus-. 


needed time bonus) is very satisfying. Plus, nice lit- 
tle touches like being able to dump cargo out of the 
back of your trailer to slow down opponents, 
decreasing point values for damaged cargo, and 
being able to smash through buildings also make this 
game fresh and fun. 

Unfortunately, the biggest drawback to 1 8 
Wheeler is the game life. This game is short. Really 
short. In Arcade Mode, there are A stages (and 3 
easy bonuses) to get through. And instead of gradu- 
ally increasing the difficulty to pass through stage 
after stage, Sega decided to make the difficulty 
level nearly impossible after a couple of races (and 
changing your Difficulty setting under Options does- 
n't help either) to compensate for the brevity. The 
only game modes you get are Arcade, Versus (both 
standard) and Parking and Score Attack. There isn't 
anything to unlock here, and the Save feature only 


in modern videogame violence, but the way GT3 
has changed my everyday driving style is much more 
frightening. 

Consider that you can choose your vehicle from 
hundreds of real-life cars, perfectly recreated in 
digital format. Every minute detail of every make of 
every model is represented. You could take a photo 
of an RX-7, put it next to a screenshot of a GT3 RX- 
7 and they would look exactly the same. 

But looks aren't everything, right? Well these cars 
drive exactly like their real-life counterparts, too. 

Front wheel drive cars pull while rear wheel drive 
cars push, and you can feet the difference. Heavier 
cars have greater side-to-side weight transfer 
through turns, and you can feel the difference. 

Braking while driving straight slows you down and 
braking while turning makes you fishtail, and yes, 
you can feel the difference. 

And the reality doesn't stop there. The seemingly 
boundless realm of vehicle customization Is true to 
reality. You can't just equip a turbo kit on any car, 
only on cars that are setup for turbo. Don't worry, 
though, there are over a hundred different ways to 
improve your vehicle, no matter what its setup. 

Everything from drive train to brakes to suspension c; 
exactly to your liking. 

Rounding out the reality equation is the track surfaces. Tires grip to asphalt, 
spin in dirt and slide on wet surfaces. You can be in the midst of a fishtail on a 
recently rained on track, and as you go under an overpass onto dry track your 
tires will grip. When you go off track, there are even slight differences between 
driving on grass and driving in dry dirt. 

I really only have two complaints, the first being the camera options. We've 
gotten used to having at least 3 options; first-person (in the car), close behind 
the car and far behind the car. Ridge Racer V limited you to only the first-persor 
and close behind angles, and GT3 has followed suit. I realize that this won't mat- 
ter to anyone who likes either of those two, but there are plenty of driving game 
fans who've grown to love the third option, and we've been left out in the cold. 
The other complaint would be for the jaggies and flickering, but that's more the 
PS2's problem than the game's. 

Overall this is about as close to perfection you can come without attaining it. 
This is hands-down the most realistic racer ever on a console. If you want an 
enjoyable and fulfilling driving challenge, the racing, rally and F-1 events con- 
tained in this game will keep you happy for months. 


Fresh Factor: 
Gamelife: 


really much to keep this game from sitting on your- ™ 
self unless you and a friend are looking for some 
out-of-the-norm 2-player action. ^ 

Like Crazy Taxi and Crazy Taxi 2, 18 Wheeler 
American Pro Trucker is an all too familiar Sega 
story: a refreshing new take on an old genre, featuring gre 
graphics, but crippled by lack of depth. 

Still, this game does present several hours of fun gamef 
does sit on the ol' game shelf, you'll find yourself coming b 
often, just because what is there is a lot of fun. 


Dreamcast 


Twisted Metal bIbck 

By Dr. Atomic 

Finally, a game worthy of the hype which surrounded 
this black box of a machine's launch has reached my 
hand. That game would be, of course, Twisted Metal: 
Black. 

In my less-than-humble estimation. Twisted Metal: 
Black is the first game truly worthy of the console of 
the future (which just so happens to be presently 
available). 

Twisted Metal: Black is clean, fast, sharp, it has a 
fresh Goth take on the until-now tired car-combat 
genre. The details are amazing, the speed is amazing, 
the graphics are amazing, and most importantly, the 
gameplay is fun AND challenging (two qualities that 
have been sorely lacking in tandem In just about 
every other PS2 release to date). 

So with one game, Sony has swung me around. I 
am no longer a card carrying anti-PS2ist. I'm more 
like a PS2 agnostic. This Twisted Metal: Black is one 
of two-things, either it is a surprising fluke, or it is a 


Platform: 

Developer: 

Publisher: 


PlayStation 2 


OVERALL RATING: 
Graphics: 

Control: 

Fresh Factor: 
Gamelife: 


So until then, please excuse me as I take my leave 

before I set up my InterAct PowerPak for the Game 
Boy Advance. I really must get this office move com- 
pletely finished so that I may not only wow my new 
co-workers with my sense of style and interior design, 
but also, more importantly, so I can get back to the 
dark ultra-violence of Twisted Metal: Black. 


REVIEWS 


Gran Tunsmo 3: R-5peC Platform: 

By savior Genre: 

The last few days have been really rough. GT3 has Developer 
blurred the line between game and reality so great- Publisher: 
ly that I've caught myself plotting the best line on 
Rt. 83 on my way to work I've been crossing all OVERALL R 

lanes of traffic, hugging the shoulder, keeping my Graphics: 
speed up through the curve. People fear the reality Sound: 


ib wheeler 

By Dr. Atomic 

Like many of Sega's games, 1 8 Wheeler is unique. 
Giving players the opportunity to race 18 wheelers, 
head to head, or in Arcade Mode, is totally refresh- 
ing. Incorporating smashing cars into the gameplay 


confidential Mission 

By Lik 

I love going into the arcade and dropping quarters 
into shooter games. I find it very relaxing to shoot 
up pixilated bad guys. So of course I was eager to 
play this game and get that warm tickly feeling 
inside, but unfortunately I was let down. I was left 
still itching for some fast paced shoot 'em up 
action. Let me enlighten you. 

Take control of a CMF secret agent and find the 
plans for the satellite. You and a partner can play 
together and shoot as many badies as you can. 

Sound familiar? We have all sampled a shooter on a 
console at one time or other, and they either blow 
you away or leave you disappointed. Well this is a 
disappointment. The one thing that bothered me 
the most was the lack of control over were you are 
allowed to move. In most games you can either 
move left or right, but here you have to stay put. 

The computer controls when you advance to the 
next area and it throws you right Into the center of 
fire. What's up with that? The aim on the game is 
terrible, and the controls are sluggish and slow. This 
game can be beat in about an hour with just one 
player and it isn't that challenging. They should 
have added more levels, and made your partner 
actually shoot the enemies with you (1 Player 
game). This game is a lost cause. 

The graphics are decent and the sound is fair, 
but where is the blood? You shoot the enemies and 
there is no blood. Pretty bad. The lack of control and 
cheesy storyline make this game a rental only title. You 
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REVIEW! 


Platform: PlayStation 

Genre: Adventure 

Developer: Infogrames 

Publisher: Infogrames 

OVERALL RATING: 8.0 

Graphics: 9.0 

Sound: 7.0 

Control: 8.0 

Fresh Factor: 8.0 

Gamelife: 8.0 




Rlone in the Dartc: 

The New Nightmare 

By Nick 

There hasn't been a PlayStation game worth owning 
in months, until now. The long dry spell is finally over 
with the release of Alone in the Dark: The New 
Nightmare. Superb graphics, challenging puzzles, 
morbid acts, and eerie noises will have you playing 
until the wee hours of the morning. 

Alone in the Dark makes full use of the 
PlayStation's capabilities when it comes to graphics. 

Clipping is virtually non-existent. Everything is 
shrouded in shadows, and you must make good use of 
your flashlight to reveal what is lurking in the dark- 
ness. The flashlight affects everything: things that 
seem well-lit look different under more light. The 
characters are pretty well detailed, especially the 
woman, Aline. The CG movies are beautiful and 
creepy, and the camera angles used while playing the 
game are like something from a Tim Burton movie, 
often tilted at awkward angles. 

The soundtrack is excellent, as it helps reinforce r- 1 J 

the danger that may be around every comer. The _ ,j 

voice acting is in limbo between bad and mediocre 
but it doesn't take anything away from the experi- 
ence. The zombies have the usual vocabulary of 
"Uggghhhh" and "Ahhhhh", but some of the other mon- 
sters can induce goose bumps with their screaming. 

The game handles great. Like any other survival - 

horror game, the left and right directional buttons ' ■ * 

rotate the character and forward makes you walk in the 

direction you're facing. However, when the flashlight is equipped, you can use the 
left analog stick to point it at anything. This is required frequently in the game as 
many items are hidden in the dark. Picking up these items is a breeze, as the colli- 
sion detection is great. 

What makes this game so appealing is the story. It's so horrifying, gruesome, 
and taboo you will have a hard time believing it, even though it's just a game. 

Also, you can play through as either a man or a woman, each of whom has a dif- 
ferent goal. As the man, Edward, the story will focus on the atrocities that occur 
on Shadow Island, and how to stop the evil from spreading. As the woman, Aline, 
the plot is shifted to the lineage of the Morton family and it's relationship with her 
own family history 

With two discs to explore, two characters to explore with, and challenging puz- 
zles that require much insight, this game should keep most people busy for quite 
awhile. Alone in the Dark: The New Nightmare is an above average survival hor- 
ror game with a few new twists and a compelling story. 


Final Fantasy chronicles 

By Dangerboy 

When news about the collection hit the States, there 
were tantrums and pleadings everywhere. We wanted 
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Platform: PlayStation 

Genre: RPG 

Developer: Squaresoft 

Publisher: Square EA 

OVERALL RATING: 8.7 

Graphics: 10.0 

Sound: 7.5 

Control: 9.0 

Fresh Factor: 

Gamelife: 


le the 'dumb' American 


and VI here, and if it weren't for more pleading, I 
doubt we would have gotten this little gem. So, were 
the 4 years of waiting really worth it? To be honest, 
yes, but ''IV' reasons you'd be surprised at. 

If you caught the hint, you win the Chocobo. 

Square re-translated the entire game, and I mean re- 
translate the real FFIV. You see, when the game was 
first released, tl 
Hard. You can gi 

public got that first time around, so relish in this hard 
version. It features more creatures, new magic spells, 
and other smaller details. There are also several new 
cinemas in the game. The new translation really brings 
the game to life. There’s a much more adult theme, 
and several key situations now make a lot more sense. 

With the exception of the Memory Card sequences 
taking forever, the port pulled through mostly intact. 

The only thing holding it back from being a perfect 

id effects, which seem muffled, 
le re-release of the wildly pop- 
>ome ways, it's better than 
le on the PSX has it suffering 
some bizarre load times. On the plus side, there are 
new Anlme cinemas, which are very cool. This game 
focuses on Chrono, a youngin' who gets sucked into a 
time warping adventure with a princess and childhood 
friend. Their actions in the past will affect things in the fu 
to stop the terrible fate that will plague the Earth and its inhabitants. 

At $40, the bundle isn't bad. As long as you don't care about waiting a few 
extra seconds here and there, another great trip down memory lane is headed 
your way. 


conversion ar 


ular Chrono Trigger. In 



□r. Mario bh 

By Dangerboy 

Hmm...one would consider this a throwaway title, 
considering the platform it's on. 

The latest incarnation of Nintendo' s medical 
puzzle game seems like nothing more than a 
quick release to appease an angry mob that is 
still waiting for quality N64 games and cringing at 
the Game Cube delay. 

For those who haven't been to the Italian doc- 
tor, it's your job to eradicate virus that are 
infecting the world. By matching 3 of the same 
colored pills to a virus, you delete them. Ybu can 
play by yourself, or challenge three of your best 
patients...er... friends. If that doesn't float your 
boat, you can challenge the computer in a Couple 
Mode. 

really added to it, other than a bunch of Paper 
Mario inspired cinemas and a few new characters. 

If you really need to play the game again, by 
all means grab it for the low price point. The rest 
of us will wait for a second opinion. 


Tony Hawtc’s pro sicater a 

By Dangerboy 


Platform: Nintendo 64 

Genre: Puzzle 

Developer: Nintendo 

Publisher: Nintendo 

OVERALL RATING: 7.0 

Graphics: 7.0 

Sound: 7.0 

Control: 7.0 

Fresh Factor: 7.0 

Gamelife: 7.0 
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Platform: Nintendo 64 

Genre: Sports 

Developer: Activision 

Publisher: Neversoft 


OVERALL RATING: 
Graphics: 

Sound: 

Control: 

Fresh Factor: 
Gamelife: 


you’ll open up contests and tournaments to par- 
take in. In order to open these levels, you'll have 
to perform certain tasks. This includes collecting 
money, collecting letters that spell out s-k-a-t-e, 
collecting stage specific items, and setting high 
scores. Besides the stages, you'll also get the 
chance to unlock hidden characters and boarding 
equipment. Some of the pros you'll be able to 
control include Tony Hawk (duh), Bob Burnquist, 

Geoff Rowley, and more. If you're unwilling to 
hide in the professional shadows, use the create- 
a-skater to place yourself in the game. 

One of the most crucial aspects in a game like 
this is the control set-up. While porting over the 
layout well enough, the N64's controller does this 
game no justice. Trying to pull off the various 
tricks with the C buttons is not cool. Often times 
you'll find yourself pressing the wrong button, or 
pressing the same button twice, since A * B do 
the same as C Down and C Left. Confusing, no? 

Then we have the analog stick, which is a lost 
cause all together. The D-Pad, which is about the 
only choice you have, is a bit stiff when it comes 
to quickly changing directions. Also, while having 
no bearing on the game play, It must be noted 
that most of the menus in TH264 take FOREVER 
to navigate. The speed at which your cursor moves 
is infuriatingly slow. 1 knew the N64 had problems, 
but I don't think this is what they meant with slowdown. 

Activision wisely included Expansion Pak support, which helps give the game a 
bit of a hand In the textures department. Unlike the PSX version, which had to 
deal with muddy textures, we're now stuck with slightly fuzzy ones. Levels are (to 
quote the Transformers Movie) "gianormous 1 , with excellent use of the environ- 
ments and the objects within them. My favorite is still in the opening level, where 
you get to grind the rotor blade of a helicopter. After doing so, the helicopter 
takes off through the roof, causing the falling debris to create new ramps and 
jumps. 

Sound has always been a problem in the system, but the boys at the helm never 
looked back, and have brought us an amazing sound selection. Rage Against the 
Machine, Powerman 5000, and more are embedded into the ROM chips, all in 
almost MP3 quality. I really couldn't believe this was a cartridge. Tons of sound 
effects, with plenty of spilling and voice-covers (I've heard every "Oophl" this game 
has) and interesting level noises help compliment the killer soundtrack. 

For the few and the proud that still own and regularly use the N64, THPS2 was 
a long, long wait, but well worth it. If you can handle the C Button syndrome 
while mid-air, you'll be winning championships like you were the Hawk himself. 
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Rayman Rdvanc© Platform: GB Advance TOITlb RaidSTl Platform: Game Boy Color 



Developer: Digital Eclipse 
Publisher: UbiSoft 


For folks new to the gaming world, Rayman has 
been UbiSoft's premiere franchise and defacto mas- 
cot since the PlayStation's launch back in 1995. The 
trademark of the series has the outstanding graphics 
and the feel of "playing a cartoon". Rayman 
Advance continues this tradition, setting a bench- 
mark for portable graphics. 

Almost as amazing as the graphics is the game- 
play. Super tight control mixed with amazing level 
design make Rayman Advance a title that will keep 
you entertained for quite a while. The style of 
gameplay is a little off compared to previous 
Rayman titles, as the entire game Is a side scrolling 
platformer, but it still packs in classic Rayman 
gameplay. Rayman still learns new techniques as he 
progresses in the game, he still must rescue those 
damn turns from evil captors, and he still has to 


OVERALL RATING: 
Graphics: 

Control: 

Fresh Factor: 
Gamelife: 
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icrollers, Rayman, and graphics in general 
e. It's definitely the most impressive of thi 
1 graphical standard for a long, long while. 
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e option of using 
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GB Advance 

Neversoft 

Activision 


Platform: 

Developer: 

Publisher: 


Platform: Game Boy Color 
Genre: Adventure 
Developer: Capcom 
Publisher: Nintendo 


OVERALL RATING: 
Graphics: 

Control: 

Fresh Factor: 
Gamelife: 


OVERALL RATING: 
Graphics: 

Control: 

Fresh Factor: 
Gamelife: 
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to change history to 
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Characters and enemies have been slightly 
revamped, with some minor new enemies and bo: 
es as well. Like the original, you'll have 8 dun- 
geons/mazes to work through in order to rescue 
the Essences of Time. You'll also have access to 
story specific items, animal helper friends every : 
often, and there are also rings to find which will 


title. And perhaps it lies more in the unit itself than 

the game. Tony Hawk is a game that you move your 

controller to, whether you're trying to stretch out that 

grind, or twisting through the air, you move with the action. And with the Game 

Boy Advance this Is something that you cannot do, due to the lighting and the 


zelda: oracle of 
seasons/Rqes 

By Dangerboy 

Nintendo's original RPG hero extraordinaire finds 
himself trapped In the Pokemon-scam of a multi- 
cart game. Is this the end of our faithful elf? Has 
he become the weakest link? Not by a long shot. 

First, don't let the double-cart thing fool you. 
There really is a difference between the two 
(Oracle of the Ages and Oracle of the Seasons) in 


curse of the sword Genre: Adventure 

. _. . „ „ Developer: Core 

By The Don Knotts „ . „ . r , .. . . 

_ . „ . . , . .. c ... . Publisher: Activision 

Tomb Raider: Curse of the Sword takes players 

from New York rooftops to New Orleans swamplands OVERALL RATING: 
as they run, jump, climb and fight to uncover the Graphics: 
mystery behind a sacred sword. Throughout the Sound: 
game, players will explore a variety of action- Control: 

packed locations including abandoned subways, Fresh Factor: 

swampy jungles and even an underwater subma- Gamelife. 
rine. Additionally, Tomb Raider: Curse of the 


CAM AlMI ink* 


Tony HawK pro stcater a 

By CodeBoy 

Graphically this version of the Hawk series is more 
than one could imagine possible on a handheld unit. 
Though the characters are tiny, due only to the 
screen size, distinguishing the different airs when 
trying to land is fairly simple. Being able to recog- 
nize a Judo Air is the difference between landing a 
25,000-point trick with your Special Meter maxed, or 
biting the coping with you face and rushing to get 
your speed back. 

The layout of the levels does incorporate the use 
of transparent walls at times, so that you can track 
your character around certain obstacles, and this 
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to hack with it 


Back To Basics (Part 2.5) 
Hack by Numbers!(N64) 

By FNG 


Nintendo 64 GameShark Pro: 

Last week I showed PlayStation GS owners how to 
find a code for Infinite HP in RPG games, today I'd 
like to show you a similar example this week for the 
N64. I won't be doing an RPG for this example, since 
we’re not looking for HP; instead, I'm going to show 
you how to create an Infinite Ammo Code. This is 
done almost EXACTLY like the PlayStation hacking tip 
for Infinite HP, except we're looking for ammo this 
time. I’ll be using a copy of Chopper Attack (N64) 
for this hacking tip, so if you have a copy, feel free 
to hack right along with me. 

1 . Boot up your GameShark Pro and choose "Start 
Game Without Codes". Be sure that the Code 
Generator is ON! 



2. Start up a Mission and choose a Pilot/Helicopter. 


3. Choose some AGM, AAM, and AGAM missiles then 
begin the mission. 



4. Once in the game, press the GameShark button. 
The GS button is located on the front of the N64 
GameShark. Pressing the GS button will bring up the 
main menu; choose "Code Generator". 



5. In the "Code Generator" menu, highlight "Known 
Value Search" and press the "A” button. 



6. In the "Known Value Search" menu, highlight 
"Equal To (0-255)" and press the "A" button. Change 
the "Equal To" value to 10 and press “A" again. (We're 
looking for the number of AGM Missiles.) 



7. Return to the game and fire off 2 AGM Missiles. 


8. Press the GS Button to return to the "Code 
Generator", highlight "Equal To" and press the "A" 
button. Change the value to 8 and press the "A" but- 


9. Return to the game and fire off 2 more AGM 
Missiles. 

10. Press the GS Button to return to the "Code 
Generator", highlight “Equal To” and press the "A” 
button. Change the value to 6 and press the "A" but- 


"NOTE” 

If you ever perform this type of search on a game, 
and there are 0 possibilities, you may need to search 
in 16-bit mode. To change the mode from 8 to 16- 
bit, in the Code Generator Menu, highlight "8 Bit 
Search" and press the "A" button; it will change to 
"16 Bit Search". 




14. Return to the game and fire off a few AGM mis- 
siles. If the number of AGM missiles remains the 
same, then you've found the correct code! If not, 
press the "C-Left” button to remove the non-working 
code and repeat steps 13 & 14 until you find the 
code that keeps your fuel at 1 value. (It should not 
increase or decrease. ) 

15. Repeat this process to find the addresses of the 
AAM and AGAM missiles. 

(Remember, the AAM and AGAM missiles start off 
with a count of 20! Before you fire any off, perform 
a "Known Value Search" for 20, not 10.) 

8012943B ????? will be the correct address for AGM 
missiles. 

Once you've found the right address, you may change 
the value of that address by highlighting the active 
code and by pressing the "C-Right" button. The value 
can be increased or decreased by pressing up or 
down on the D-Pad. Once you've adjusted the value 
to a specific amount, press the "A" button to accept 
the change. Another handy feature is the ability to 
jump between hexadecimal and decimal by pressing 
the "Z" button. (You'll know when you're in "HEX" 
mode if any number over 9 changes to a letter 
between A and F.) 

Break it down FNG! 

8012943B ????? 

801 2943B The address in the N64's memory where 

the amount of AGM missiles is stored 

????? The value of the number of AGM missiles left. 

8 bit: The ?????, or value, can be anything between 0 
and 255 in decimal, or 0 and FF in hexadecimal. 

16 bit: The ?????, or value, can be anything between 
0 and 65535 in decimal, or 0 and FFFF in hexadeci- 


••BE CAREFUL NOT TO INCREASE THIS VALUE TOO 
MUCH!!*" 

If the value of any address is set too high, the sys- 
tem may crash or the code may cause some undesir- 
able effects to the game. 

Now that we've found the correct address and value, 
how do we use the code we found? This is a simple 
task; the value of the address must be in hexadeci- 
mal format to be usable by the GameShark. Press 
the "Z" button, and the value will be changed into 
hexadecimal format. 8012943B 0255 will become 
8012943B 00FF 

Break it down again FNG! 

8012943B 255 
8012943B FF 

8012943B Where in the N64's memory the amount of 
AGM missiles is changing. 

255 The value of AGM missiles left. (255 Missiles in 
decimal format) 

81 The value of AGM missiles left. (255 Missiles in 
hexadecimal format) 

The code you'll be entering into your GameShark for 
"Infinite AGM Missiles" will be 8012943B OOFF. 

Well, I hope someone out there found this somewhat 
helpful. The "Equal To" searches are great for finding 
scores, number of lives, ammo, and more. If you 
know the value of something, you can probably hack 
a code to modify it by using this method. 
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NUMBER 31 



botlom, is now on top, above 
tons use a bean-shaped X and Y, which circle a 
huge A and a small B circle. While at first glance 
(and speculation) the controller seemed a bit ugly, it 
does handle wonderfully. The analog stick has been 
improved as well, taking on the chubbier shape of 
the Dreamcast lhan the anorexic N64 version. The 
C Buttons have been replaced with a C Stick, an 
idea that's not too far off from the Dual Analog look 
of the PS2 controller. 

The most phenomenal aspect of the entire sys- 
tem though, is the load times, or lack there of. All 4 
games that we've had so far (Luigi's Mansion, 
Wave Rave, Pikmon, and Super Monkey Ball) 
have had minimal to no loading times at all. The 
small sized CDs work wonders for the system, stor- 
age space be damned. 

Will Nintendo finally be able to steal back the 
thunder that Sony took from them in the 32 Bit era? 
We'll find out very shortly. 
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Welcome to the latest installment of Signature Codes! 
This month we figured we'd be a bit goofy with the special 
codes, and show you the true power of the GameShark. 
Ever wanted to just shut down your enemies and have a 
field day on their helpless selves? What about showing off 
your Jedi Mind tricks and making various thorn branches 
float around you? I bet you'd love to make Laura fly 
around like she was Super Girl. This issues codes will let 
you do just that. Enjoy! 


PlayStation 2: 
Extermination 

(M) MUST BE ON 
EC8D3170 1445DC6C 

Me So Thorny Mode 
0C188FCC 1446B0A7 
4C188FCC 1456B00C 

Have you ever wanted to have 
some sort of speacial ability 
that no one else had? Ever 
wanted to have objects float 
around you as if you were the 
center of the universe? Well, 
now you can. 

Using the above code set, 
you'll be able to have a whole 
circle of thorns float around 
you, syncronized to your 
every move. 

PlayStation 2: Twisted Metal 
Black 

(M) Must Be On 
EC84685C 1 456E60A 

Idiot Al 

1 C87CB401 5F6E79D 
1 C87CB441 456E7A5 

This code will stop the enemy 
from firing at you; sometimes 
they won't even see you. 

This code even works against 
Minion and the Tankers on 
WarHawks level. It does NOT, 
however, effect WarHawk. 


PlayStation: 

Tomb Raider Last 
Revelation 

Flying Lara: Training Mode 

D00ab1467fff 

801 bb8b4ffb0 

Is it a plane? A bird? A frog? Not 
plane, not, bird, nor even frog, 
it's little ol' Lara Croft. Oh 
wait... that didn't rhyme. Well, it 
doesn't matter, because now you 
too can fly like Underdog, just 
with more assets. Use the above 
code to fly over those annoying 
practice jumps. 

Game Boy: 

Pokemon Gold & Silver 

All Decorations In Your Room 

91ff0bd8 

91ff0cd8 

91ff0dd8 

91ff0ed8 

91ff0fd8 

91 ff 1 0d8 

91 ff 1 1 d8 

Okay, I admit it. I love anything 
based on video games. Toys, 
posters, the systems themselves, 
and more. Well, now everyone 
with a Pokemon Gold or Silver 
cart can run amok in all the good- 
ies they can shake a Pokeball at. 
Just use the above codes, head 
into your room, turn on your PC, 
and choose Decorations. Bingo! 
Instant toy kingdom! 


Dreamcast: 

ESPN NBA 2 Night 
Keep-Away Mode-Away 
Advantage 
90380BA700000001 

Keep-Away Mode- Home 

Advantage 

90380BA700000000 

Here's one to have fun with. 
Using one of the above codes 
will render the team using it 
"Super Greedy". You'll be 
given the ball after every 
point and call. Should the 
opposing team steal it, they'll 
just stand there until you 
take it away from them. Go 
ahead, be a ball hog. We 
won't tell anyone. 

Dreamcast: 

Crazy Taxi 2 

Must Be First 
9C5D88F8 

Press X for Custom Turbo 
9D2E1 FE8A0704D9E 
64DDEE34000045A0 

Must Be Last 
245EECA9 

Now you're playing with 
speed. Ever see a Taxi cab 
scream across the sky? 
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Ho ho ho. 



It is now officially the holiday season, 
as gaming goes. I can tell this by the 
ever-growing stack of games that I 
still haven't even gotten a chance to 
open yet taking over my desk. I can 
also tell this by the quality of the 
games, which, as the season goes on 
will slowly slide into the bottomless 
abyss that is jointly ruled by 3DO and 
Titus. 

You see, right now as I write this it 
is still October, and some really prime 
titles are coming out as producers 
beat their collective chests to show 
what they have to offer for this holi- 
day shopping season. But the funny 
thing is, by the time anyone reads this 
it will be at the other end of the spec- 
trum, the final days of holiday shop- 
ping, the "oh crap, I forgot about so- 
and-so's kid, lets get him a game" 


stage of shopping. This is the shopper 
that is preyed upon, that is thrown 
sub-par games because they have no 
idea what they're buying, only who 
they're buying it for. 

But hopefully with the introduction 
of two new systems this year's last 
minute shoppers will for once be able 
to provide an acceptable title, with a 
bit of luck. There's no way that all of 
the launch and shortly after launch 
titles will make it to the shelves the 
week that they were planned to show 
up, some may even creep into late 
December before they even see the 
shelves, which is when I tend to do my 
shopping. And I imagine that there will 
be quite a few new and worthwhile 
titles coming out even in the histori- 
cally stagnant month of January, pro- 
viding little Johnny a chance to 


exchange the latest version of Army 
Men that he received from Aunt 
Phyllis for something more to his lik- 
ing, like NBA Shoot Out 2002 or 
ShadowMan. For once the exchange 
of games may actually land you a 
good score, as opposed to the tradi- 
tional January titles like Worms or 
NAMCO Museum. 

I guess what I'm trying to say is that 
I'm really busy this year, and with the 
new systems I imagine I'll be getting 
much busier, so my gifts are gonna 
suck, big time. But yours don't have 
to, even if you're a late shopper like 
me. And if you're on my list, God help 
you, this year, you'll be able to 
exchange whatever piece of trash I 
give you for some kick-ass games, or 
at least some of those McDonalds gift 
certificates. 










007 The World Is Not Enough 





Infinite Health (Tries) 9!037dot 



Dragon Warrior 1 62 



Max Stats Princess of Mooonbrook 91ff46ca 
Max Stats Princess ol Mooonbrook 91 ff-17ca 












Infinite Rock Currency 0163AFC6 



Seena Max Defense Power 93034M6 




i Max Speed 9303S1d6 




Public Never Aware 9IOOdccD 


Infinite Health 96630300 
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GAMESHARK FAQ 

I have purchased the PS2 GameShark and would like to add 
new code for regular PlayStation® games. Is this possible? 
No, the bonus disk that is included is not updateable. If you 
would like to add new PlayStation codes on your PS2 you will 
need to have the GameShark version 3.5 or later or the 
GameShark Lite. 

I just got the latest version of the GameShark 2 and when I 
try to transfer code saves with the SharkPort I am getting 
error messages on my PC. 

Due to changes in the latest version of the GameShark 2 you 
will need to download and install the 2.0 version of the 
SharkPort PC software from 

www.interactaccessories.com/download.asp. This new ver- 
sion will allow you to transfer codes saves properly with the 
latest Versions of the GameShark 2. 

I just got the MegaMemory 8/16 memory card for the 
PlayStation 2® and I can not get any game to recognize the 
card. 

You need to boot your PlayStation 2 with the included 
Memory Manger CD. Once the CD loads simply press the start 
button on your controller. This will give you the option to 
start your game and allow the game to recognize the memo- 
ry card. 
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SUBSCRIBE! 


□ OH YEAH! 

Sign me up for 6 issues of GameShark Magazine (1-year subscription) J 
for just $16. 


Name: 

Address: 

City: Slate: Zip/Postal: 

Country: 

Email Address: 

□ Amex □ MC □ Visa □ Check/Money Order 
Credit Card #: Exp. Date: 

Card Holder's Name: 

Card Holder’s Signature: 

st add the applicable sales tax: 

T% 

d Puerto Rican Subscribers, 


Return this form to: 

GameShark Magazine 
335 Clubhouse Lane 
Hunt Valley, MD 21030-1407 


To order by phone, call an InterAct 
customer service representative at 
41 0-785-4064 weekdays 9:00 am - 
8:00 pm EST. 
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Our goal is to preserve classic video same magazines so that 
they are not lost permanently. 

People interested in helping out in any capacity, 
please visit us a www.retomags.com 


magazines with a cover date prior to December 1 999. 
made from these scans, nor do we offer anything 
ie from fhg publishers themselves. 

ie across anyone selling releases from 

nd do let us know. 


